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DETAILED ACTION 

Continued Examination Under 37 CFR 1.114 

1 . A request for continued examination under 37 CFR 1.114, including the fee set forth in 
37 CFR 1 .17(e), was filed in this application after final rejection. Since this application is 
eligible for continued examination under 37 CFR 1.1 14, and the fee set forth in 37 CFR 1.17(e) 
has been timely paid, the finality of the previous Office action has been withdrawn pursuant to 
37 CFR 1.1 14. Applicant's submission filed on 10/30/2007 has been entered. Currently claims 1- 
26 are pending in the application. 



Claim Rejections - 35 USC §103 

2. The following is a quotation of 35 U.S.C. 103(a) which forms the basis for all 
obviousness rejections set forth in this Office action: 

(a) A patent may not be obtained though the invention is not identically disclosed or described as set forth in 
section 1 02 of this title, i f the di ITeivnces between the subject matter sought to be patented and the prior art are 
such that the subject matter as a whole would have been obvious at the time the invention was made to a person 
having ordinary skill in the art to which said subject matter pertains. Patentability shall not be negatived by the 
manner in which the invention was made. 

3. Claims 1-26 are rejected under 35 U.S.C. 103(a) as being unpatentable over Mizumoto 
(US 6,409,597 Bl) in view of Fukuda (US 6,670,957). 

Re claim 1 . Mizumoto as previously indicated in the last office action discloses a game apparatus 
in which a virtual camera (col 1, lines 32-40) arranged in a three-dimensional game space (col 6, 
lines 1- 12) is made to follow a target location determined by a location of a player character in 
the game space so that a behavior of the player character in the game space is displayed in a 
display (abstract; col 1, lines 1-17; col 8, lines 6-19) as a game image, comprising: an input- 
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information obtaining programmed logic circuitry for obtaining input information input through 
a controller by a player at intervals of a predetermined number of frames in order to move said 
player character in said game space (col 1, lines 55-67; col 2, lines 1-15; col 7, lines 10-16 and 
21-67); a location updating programmed logic circuitry for updating the location of said player 
character and said target location in said game space based on said input information; a virtual- 
camera-location updating means for updating in order a location of said virtual camera in such a 
manner that a distance from said target location to a reference location determined in a 
predetermined manner toward the location of said virtual camera at a predetermined ratio is 
shortened irrespective of whether or not said player character has continued to move (Mizumoto 
discloses one of such example in col 8, lines 38-43 that the viewpoint is positioned to be the 
closest to the player's car by setting set point GP at zero, and moving speed MS at 4) and a 
game-image generating means for generating the game image based on the updated location of 
said player character and location of said virtual camera (abstract; col 1, lines 55-67; col 2, lines 
1-21; col 3, lines 25-40; col 8, lines 20-65; figures 5-10; col 13, lines 14-27). 

Mizumoto further discloses: 

Re claim 2: A game apparatus further comprising a virtual-camera setting programmed logic 
circuitry for arranging the virtual camera in a location determined in a predetermined manner 
toward a point of regard, and setting a direction of said virtual camera (col 8, lines 1-20) in such 
a manner as to face said point of regard (col 8, lines 25-55); wherein said reference location (col 
9, lines 1-40) is a location of said point of regard, said virtual-camera-location updating 
programmed logic circuitry updates in order the location of said virtual camera by updating in 
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order the location of said point of regard in such a manner that a distance from said target 
location to the location of said point of regard is shortened at a predetermined ratio irrespective 
of whether or not said player character has continued to move (abstract; col 1, lines 55-67; col 2, 
lines 1-21; col 3, lines 25-40; col 8, lines 20-65; col 13, lines 14-27; figures 5-10). 

Re claim 3 : A game apparatus further comprising a virtual-camera setting programmed logic 
circuitry for arranging the virtual camera in a location determined in a predetermined manner 
toward a point of regard (col 8, lines 25-55), and setting a direction of said virtual camera in such 
a manner as to face said point of regard; wherein said reference location is a location of said 
virtual camera, said target location is an initial location of said virtual camera that moves in 
conjunction with said player character, said virtual-camera-location updating programmed logic 
circuitry updates in order the location of said virtual camera in such a manner that a distance 
from said target location to the location of said virtual camera is shortened at a predetermined 
ratio irrespective of whether or not said player character has continued to move (abstract; col 1, 
lines 55-67; col 2, lines 1-21; col 3, lines 25-40; col 8, lines 20-65; col 13, lines 14-27). 

Re claim 4. A game apparatus according to claim 1, further comprising a distance determining 
programmed logic circuitry for setting a maximum distance that uses said target location as a 
reference, and determining whether or not the distance from the target location to said reference 
location is rendered longer than said maximum distance; and a forcedly updating programmed 
logic circuitry for forcedly updating said reference location to a location within the maximum 
distance that uses said target location as a reference when determined by said distance 
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determining means that the distance is rendered longer than said maximum distance (abstract; col 
1, lines 55-67; col 2, lines 1-21; col 3, lines 25-40; col 8, lines 20-65, Fig 5). 

Re claim 5: said camera- location updating programmed logic circuitry includes a reference- 
location calculating programmed logic circuitry for calculating an updated reference location, 
and said distance determining programmed logic circuitry determines whether or not said 
updated reference location calculated by said reference-location calculating programmed logic 
circuitry is rendered longer than the maximum distance from said target location (col 7, lines 22- 
67; col 8, lines 1-67; col 9, lines 1-37). 

Re claim 6. A storing medium that stores a control program of a virtual camera executed by a 
computer of a game apparatus (col 2, lines 5-15; col 6, lines 12-15, and 38-52) in which the 
virtual camera arranged in a three-dimensional game space (col 6, lines 1-12) is made to follow a 
target location determined by a location of a player character in the game space so that a 
behavior of the player character in the game space is displayed in a display as a game image 
(abstract; col 3, lines 5-20, col 9, lines 40-67; col 10, lines 1-7), the control program of said 
virtual camera allows said computer to be functioned to provide: an input-information obtaining 
programmed logic circuitry for obtaining input information input through a controller by a player 
at intervals of a predetermined number of frames in order to move said player character in said 
game space (col 1, lines 62-67; col 2, lines 1-15; col 6, lines 30-39 and 62-67); a location 
updating programmed logic circuitry for updating the location of said player character and said 
target location in said game space based on said input information; a virtual-camera-location 
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updating programmed logic circuitry for updating in order a location of said virtual camera in 
such a manner that a distance from said target location to a reference location determined in a 
predetermined manner toward the location of said virtual camera at a predetermined ratio is 
shortened irrespective of whether or not said player character has continued to move; and a 
game-image generating programmed logic circuitry for generating the game image based on the 
updated location of said player character and location of said virtual camera (abstract; col 1, lines 
55-67; col 2, lines 1-21; col 3, lines 25-40; col 8, lines 20-65; col 13, lines 14-27). 

Re claim 7. A method of controlling a virtual camera in a game apparatus in which the virtual 
camera arranged in a three-dimensional game space (col 6, lines 1-12) is made to follow a target 
location determined by a location of a player character in the game space so that a behavior of 
the player character in the game space is displayed in a display as a game image (col 9, lines 40- 
67; col 10, lines 1-7) comprising following steps of: 

(a) obtaining input information input through a controller by a player at intervals of the 
predetermined number of frames in order to move said player character in said game space (col 
6, lines 30-39 and 62-67), 

(b) updating the location of said player character and said target location in said game space 
based on said input information (col 6, lines 30-39 and 62-67), 

(c) updating in order a location of said virtual camera in such a manner that a distance from said 
target location to a reference location determined in a predetermined manner toward the location 
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of said virtual camera at a predetermined ratio is shortened irrespective of whether or not said 
player character has continued to move (col 13, lines 14-27), and 

(d) generating the game image based on the updated location of said player character and 
location of said virtual camera (col 8, lines 6-19; col 9, lines 40-67; col 10, lines 62-67). 

Re claim 8, a game apparatus in which a virtual camera arranged in a three-dimensional game 
space is made to follow a target location determined by a location of a player character in the 
game space so that a behavior of the player character in the game space may be displayed as a 
game image, comprising: an input-information obtaining programmed logic circuitry for 
obtaining input information input through a controller by a player at intervals of a predetermined 
number of frames in order to move said player character in said game space; a location updating 
programmed logic circuitry for updating the location of said player character and said target 
location in said game space based on said input information; a virtual-camera-location updating 
programmed logic circuitry for sequentially updating, on a frame by frame basis, a location of 
said virtual camera in such a manner that a distance between said target location and a reference 
location that is determined with respect to the location of said virtual camera is made smaller at a 
predetermined ratio per frame irrespective of whether or not said player character has continued 
to move; and a game-image generating programmed logic circuitry for generating the game 
image based on the updated location of said player character and location of said virtual camera 
(cols 7-8). 



Application/Control Number: 10/803,881 Page 8 

Art Unit: 3714 

Re claim 9, a game apparatus according to claim 8, further comprising a virtual-camera setting 
programmed logic circuitry for arranging the virtual camera in a location determined in a 
predetermined manner toward a point of regard, and setting a direction of said virtual camera in 
such a manner as to face said point of regard; wherein said reference location is a location of said 
point of regard, said virtual-camera-location updating programmed logic circuitry sequentially 
updates, on a frame by frame basis, the location of said virtual camera by sequentially updating 
the location of said point of regard in such a manner that a distance between said target location 
and the location of said point of regard is made smaller at a predetermined ratio per frame 
irrespective of whether or not said player character has continued to move (cols 7-8). 

Re claim 10, a game apparatus according to claim 8, further comprising a virtual-camera setting 
programmed logic circuitry for arranging the virtual camera in a location determined in a 
predetermined manner toward a point of regard, and setting a direction of said virtual camera in 
such a manner as to face said point of regard; wherein said reference location is a location of said 
virtual camera, said target location is an initial location of said virtual camera that moves in 
conjunction with said player character, said virtual-camera-location updating programmed logic 
circuitry sequentially updates, on a frame by frame basis, the location of said virtual camera in 
such a manner that a distance between said target location and the location of said virtual camera 
is shortened at a predetermined ratio irrespective of whether or not said player character has 
continued to move (cols 7-8). 
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Re claim 1 1, a game apparatus according to claim 8, further comprising a distance determining 
programmed logic circuitry for setting a maximum distance that uses said target location as a 
reference, and determining whether or not the distance from the target location to said reference 
location is rendered longer than said maximum distance; and a forcedly updating programmed 
logic circuitry for forcedly updating said reference location to a location within the maximum 
distance that uses said target location as a reference when determined by said distance 
determining programmed logic circuitry that the distance is rendered longer than said maximum 
distance (cols 7-8). 

Re claim 12, a game apparatus according to claim 11, wherein said camera- location updating 
programmed logic circuitry includes a reference-location calculating programmed logic circuitry 
for calculating an updated reference location, and said distance determining programmed logic 
circuitry determines whether or not said updated reference location calculated by said reference- 
location calculating programmed logic circuitry is rendered longer than the maximum distance 
from said target location (cols 7-8). 

Re claim 13, a storage medium that stores a control program of a virtual camera executed by a 
computer in which the virtual camera arranged in a three-dimensional game space follows a 
target location determined by a location of a player character in the game space so that a 
behavior of the player character in the game space may be displayed as a game image, the 
control program of said virtual camera allows execution by said computer to provide: an input- 
information obtaining programmed logic circuitry for obtaining input information input through 
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a controller by a player at intervals of a predetermined number of frames in order to move said 
player character in said game space; a location updating programmed logic circuitry for updating 
the location of said player character and said target location in said game space based on said 
input information; a virtual-camera-location updating programmed logic circuitry for 
sequentially updating, on a frame by frame basis, a location of said virtual camera in such a 
manner that a distance from said target location to a reference location that is determined with 
respect to the location of said virtual camera is made smaller at a predetermined ratio per frame 
irrespective of whether or not said player character has continued to move; and a game-image 
generating programmed logic circuitry for generating the game image based on the updated 
location of said player character and location of said virtual camera (cols 7-8). 

Re claim 14, a method of controlling a virtual camera in a three-dimensional game space so as to 
follow a target location determined by a location of a player character in the game space so that a 
behavior of the player character in the game space may be displayed in a display as a game 
image, the method comprising: (a) obtaining input information input through a controller by a 
player at intervals of a predetermined number of frames in order to move said player character in 
said game space, (b) updating the location of said player character and said target location in said 
game space based on said input information, (c) sequentially updating, on a frame by frame 
basis, a location of said virtual camera in such a manner that a distance from said target location 
to a reference location that is determined with respect to the location of said virtual camera is 
made smaller at a predetermined ratio per frame irrespective of whether or not said player 
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character has continued to move, and (d) generating the game image based on the updated 
location of said player character and location of said virtual camera (cols 7-8). 

Re claims 1-26, Mizumoto has previously been discussed in the office action dated July 30, 2007 
as discussed above. Mizumoto according to the applicant fails to teach at least "a difference 
length calculating programmed logic circuitry for calculating at said intervals of said 
predetermined number of frames a difference length between a predetermined reference distance 
and a distance between said location of said target location and a location of said virtual camera, 
[and] a virtual-camera-location updating programmed logic circuitry for updating at said 
intervals of said predetermined number of frames in order said location of said virtual camera in 
such a manner that said difference length calculated by said difference length calculating 
programmed logic circuitry is reduced by a predetermined rate when said difference length 
exists. The examiner believes that the features as amended by the applicant are inherent in 
calculating the frame by frame movement of a car when/in anticipation of being struck by 
another car, further avoiding obstacles and etc. The examiner has further searched and found 
Fukuda, a moving picture obtained by photographing a controlled object moving in a virtual 
three dimensional field by a virtual camera. The entertainment apparatus is designed so that a 
desired feeling of speed can be acquired from the moving picture displayed on a display screen. 
A positional relation in the three dimensional field between the controlled object and the virtual 
camera is determined so that the virtual camera moves farther from the controlled object 
according to a moving speed of the controlled object in the three dimensional field. Accordingly 
the virtual camera would move closer to the controlled object according to a moving speed of the 
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controlled object as well. In Fig 14 of the specification, Fukuda provides detailed explicit 
disclosures of the method in calculating the difference length at said intervals in predetermined 
number of frames a difference length between a predetermined reference distance and a distance 
between said location of said target location and a location of said virtual camera, a virtual 
camera location updating programmed logic circuitry for updating at said intervals of said 
predetermined number of frames in order said location of said virtual camera in such a manner 
that said difference length calculated by said difference length calculating programmed logic 
circuitry is increase or reduced by a predetermined rate when said difference length exists. The 
frame by frame calculation methods arc also illustrated in figs 7-1 1 . It would have been prima 
facie obvious to use the method of calculation as Fukuda and Mizumto are of the same field of 
endeavor of displaying moving objects in a video game. 

Response to Arguments 

4. Applicant's arguments with respect to claims 1-26 have been considered but are moot in 
view of the new ground(s) of rejection. 

Conclusion 

Examiner's Note: Examiner has cited particular columns and line numbers in the references as 
applied to the claims above for the convenience of the applicant. Although the specified citations 
are representative of the teachings in the art and are applied to the specific limitations within the 
individual claim, other passages and figures may apply as well. It is respectfully requested from 
the applicant, in preparing the responses, to fully consider the references in entirety as potentially 
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teaching all or part of the claimed invention, as well as the context of the passage as taught by 
the prior art or disclosed by the examiner. 

Any inquiry concerning this communication or earlier communications from the 
examiner should be directed to KANG HU whose telephone number is (571)270-1344. The 
examiner can normally be reached on 8-5 (Mon-Thu). 

If attempts to reach the examiner by telephone are unsuccessful, the examiner's 
supervisor, Robert Pezzuto can be reached on 571-272-6996. The fax phone number for the 
organization where this application or proceeding is assigned is 571-273-8300. 

Information regarding the status of an application may be obtained from the Patent 
Application Information Retrieval (PAIR) system. Status information for published applications 
may be obtained from either Private PAIR or Public PAIR. Status information for unpublished 
applications is available through Private PAIR only. For more information about the PAIR 
system, see http://pair-direct.uspto.gov. Should you have questions on access to the Private PAIR 
system, contact the Electronic Business Center (EBC) at 866-217-9197 (toll-free). If you would 
like assistance from a USPTO Customer Service Representative or access to the automated 
information system, call 800-786-9199 (IN USA OR CANADA) or 571-272-1000. 

/Kang Hu/ 

Examiner, Art Unit 3714 



/Ronald Laneau/ 
Supervisory Patent Examiner, Art Unit 3714 
02/19/08 



